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Naming origins that might be Terran 


One of the things many may have noticed with a bit of digging is that some of the naming 
attributed to alien race names and even alien sectors in Traveller are actually Terran in origin. 


Meshan for instance is a current surname found in modern times, including the USA, although 
it is fairly rare. The highest numbers of people with it are in India, although Albania has the 
highest density of them present. 


It also has its origins in Persia https://en.wikipedia.org/wiki/Meshan 


Arzul is also a Terran surname, and appears to be have been found as early as the 1920s in the 
USA. and has the highest presence in France, although is found in a number of other countries. 
It is about 4 times more common than Meshan as a surname. Currently the name is most notable 
as the common nickname of a retired Brazilian footballer. 


Names like Mendan and Lishun are also Terran surnames. 


Even the Vargr, is aterm from Old Norse and one interpretation for this word was that it signified 
a wolf or wolf like behaviour in a person. It is also a very very rare surname in our modern times. 


Vilani is also a Terran surname. And there is even a Latvian municipality with a name that looks 
very similar. 


Some of these surnames are even used as first names. 


Like many game designers, Traveller likely borrowed real world naming to create the basic 
naming conventions it used. 


Given Aslan and Vargr both come from Terran language origins and have direct references to 
their animal type, it is not surprising. 


The naming of some key alien sectors with Terran names can be explained through Terran 
influence in the Second Imperium and later. But if some names are meant to be of Vargr or 
Vilani origin, this does raise some eyebrows. 


For conspiracy theorists out there, you may try to explain all this with linkages to historic Terran 
connections in the post-ancient period. 


The reason | explored some of this was to understand how unique this material was. What | 
found was it was not as creative as | thought (in pre-internet days) in the past when only the 
Aslan stood out as borrowed. The creators of the game must be applauded for their research 
to find and use obscure things most punters might not have found. It would be interesting if 
someone did some research to trace all the borrowed naming and their origins. 
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History of the Imperium Working Group 
New Zealand Branch 


The old group is long gone, and we will no longer promote 
the group. There are only about 5 of the original HIWG NZ 


membership still loosely working at FSpace Publications. 


We are happy to take enquiries, answer questions, publish 
an article in this fanzine, and even host articles on the main 


FSpaceRPG" website as applicable. 


The world has changed significantly since the 1990s, and the 


need for a dedicated regional group is no longer required. 


HIWG NZ Webpages 


https://www.fspacerpg.com/results.php?meta=hiwg 
https://www.fspacerpg.com/results.php?meta=traveller 


https://www.fspacerpg.com/results.php?meta=meshan 
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The fate of Kisiidi 


The Isiidi (of the Kisiidi pocket empire) are a bit of a kluge | made to Traveller to shoehorn in 
some ideas | recycled from Yiklerdanzh, my prior Trantil subsector campaign and earlier material. 
It departs somewhat from these in terms it isn’t recycling too much, instead keeping with a 


potentially plausible theme related to the Rule of Man and coloniser ships from that era. 


TSS Kermadec was never meant to stop and colonise in Meshan, being one of those missions 


intending to travel far beyond Rule of Man Imperial reach. 
Sadly during a planetary stopover they got stuck. 


Their inclusion was an interesting twist for TNE to have a world suppressed for so long crack 
open its Terran TL 12 archives and deep storage tech which was never tainted by 3rd Imperium 


design philosophies and resist the Virus. 


They were inserted to provide a rallying point for humans and Droyne alike in the sector who 
were alien friendly and willing to resist both the forces of the Virus and racial supremacy, whether 


they be Vargr or human. 


They work as preservationists, scrambling to keep human and Droyne knowledge intact and 


building a repository of knowledge as well as assisting worlds recover. 


They are a plot point for the TNE period to counter the Shurgian supremacists we dropped into 
the sector, and ultimately they form a little bit of a buffer for vampire highways that transit 


through the coreward/rimward axis near the centre of the sector. 
Are they needed for a canon Traveller universe if TNE is ignored? 


No they are not needed. The oddity of them on Ing Zae can stay for the CT Library Data entry, 


and they play little role in the main stream timeline. 


If the events of the virus do not happen, they will likely cure the affliction those on the planet 
are suffering, trade for parts they need to fix Kermadec with sympathetic parties, and depart 


the sector, likely heading spinward rather than coreward - in search of rumours of their partner 
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vessels that headed that way and were recorded in Imperial archives. That move would likely 


be around 1130-40. 


In the TNE timeline I've mentioned the likely date of them repairing Kermadec. Once repaired, 
they fight some good fights to keep the societies they helped from harm and eventually do the 
same thing - depart spinward in search of their far flung Terran kin from sister ships. Some of 
the locals in the region may join them, whether Vargr, Minaen, human etc, but their departure 
removes their strong presence for a fledging state to form from the remains of their pocket 
empire and the Tokho Union which will combine with arms out of the their home subsector into 


neighbouring ones. 


Thus in both scenarios, they exit stage left (literally) and may be spotted by the Domain of Deneb 
as it transits peacefully through that realm and on beyond Imperial borders, through the Sword 
Worlds and Darrian Confederation for good measure, through the Storm system in Yiklerdanzh 
and out to the very edge of spinward explored space to converge with all their cousins in Trantil 
before the next big push begins - taking all the parties involved in my connected saga well beyond 
explored space, never to be seen again - completely vanishing without a trace a dozen or so 
sectors beyond known space. The timing of this grand exodus will largely depend on when 


Kermadec manages to leave Meshan. 


But these and their cousins further spinward are patient multigenerational thinkers. They'll 


eventually get there. 


And that logically concludes this Terran exodus well away from known space that | had tied into 


my various sites. 


Their worlds won't be entirely vacant. In Meshan, other humans of Solomani and Vilani will take 
over the infrastructure there. Many will be those from worlds that came into their sphere of 
influence and settled on their core worlds as citizens and learnt to cooperate and work alongside 


the Vargr and humans on the worlds of the Tokho Union. 


A slightly different outcome will occur in a non-Virus timeline, where they will effectively sell of 


their world as a colony world to interested parties, providing funding for their final exodus. 
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The Martian Rat Articles 


In the 1992 | ran a column titled ‘The Martian Rat’ in a local gaming fanzine for several issues 
before the fanzine closed. The subjects of those columns contained material relevant to Traveller. 


At the time | was coming onboard for HIWG Yiklerdanzh (an HIWG Australia project which NZ 
was participating in) under Paul Ridgway, the North Island HIWG NZ Coordinator at the time. 


This predates my becoming the HIWG NZ coordinator and Meshan Sector coordinator. 


The pro-Terran stance | took in some of these articles is a bit ironic given I’d eventually be the 
coordinator of a sector in the Vargr Extents. 


The column ran from issue 21 to issue 26. Issue 26 was the last official issue released. The fanzine 
had started in 1990. 


| had intended to continue writing for this fanzine and had written the column for issue 27 
already. | was in the midst of completing the scenario ‘Bart's Place’ for the the Wyld Worlds sector 
for Yiklerdanzh, which was also meant to appear in that issue. 


Sadly the fanzine folded and this literally ended my published fan involvement with Traveller 
until | launched The Meshan Saga in 1995. 


My game mastering of Traveller also ended with the play test of Bart's Place. | was soon to stop 
playing the game as well, the last was a mid 90s session adventure by a colleague in Meshan. 


The following pages contained in this issue include those original articles (reformatted) to 
republish and preserve the content from 31 years ago. 


I'd like to thank Dillon Shiel Burke for his contributions to those column articles and Steve Martin 
for his patience in working with me to publish these column articles originally. 
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THE =AARTIRN KAT 


From Issue 21, February 1992 


Welcome to my new column for GDD in 1992. | will be discussing various things related to gaming 


and detailing various things for a variety of RPG systems. 


To start with things have been heating up at Game Designers Workshop (GDW). Firstly, Marc 
Miller, the brains behind many of the RPG products such as the original Traveller has left GDW. 
The reason for this is unknown at the moment, but it can be guessed that he may have gotten 
fed up with the company's lack of success with it's RPG systems in the market place over the 


last few years. 


It seems that GDW will be dropping Space 1889, 2300AD and Megatraveller in favour of a new 
release of Traveller, a modern edition of the popular original game. Digest Group Publications 
(DGP) has halted it's development of the Solomani Alien Module for MegaTraveller because of 
GDWSs actions. In my opinion, GDW needs to get a good product together that appeals to today's 
market. A good marketing strategy is also required such as used by FASA for Shadowrun. Anyway 


the new release of Traveller has been planned for Fall this year State side. 


Star Viking, a miniatures combat system, which will replace Striker was planned to be released 
by GDW at some time in the future. The Rebellion in MegaTraveller will come to an end in 1125 
as the participants become exhausted. A new supplement titled Hard Times will come out to 
cover this. But don't despair fellow Travellers, this all means that our breed of people will be 
needed by governments and corporations alike in order to find new ways of making money, or 


at least using us as a cheaper alternative to their own people. 


| ran into an interesting viewpoint on Vargr philosophy by Dillon Burke while communicating by 
letter during a PBM game. This is his viewpoint on Vargr philosophy: 

* Asimple brain operation will solve the problem! 

* Kill them all. Those stars are ours! 

* As above but kill the K'kree first. 


* Enslave them all, etc..... 
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All | can say is thank GOD that the Vargr can't get organised enough to carry out their universal 


conquest. 


| suggest roleplayers have a look at Palladium's RIFTS RPG system. It integrates all of Palladiums 
past works into one system that is very nice. It also has all the conversion information for their 
other RPG systems. For those people who have been putting down Palladium's games, what's 
wrong with setting up the game components before starting? This does allow you to customise 
the system to the tastes of your group. That generic type quality is quite successful as can be 


evidenced in the high popularity of GURPS. 


| did enjoy Cassandra's article on Homebake Roleplaying Systems in the last issue. If part of this 
article was aimed at my ranting and raving about my own FED RPG. As to my own system I've 
stopped GMing it at the forum because of time commitments. The game however is being run 


by mail with various groups in Australia. 


Oh well, I'll leave it at that. Feel free to send a letter of comment. Who knows maybe someone 


out there wants a discussion with me within these pages. See you next issue. 


Martin Rait 
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THE = AARTIRN RAT 


From Issue 22, March 1992 


Welcome to my second instalment of my new column. By the next issue this column will be 


answering any reader feedback from the first column. 


| recently noticed that Dillon Burke had a letter in issue #20 of GDD that covered some of the 
ground on Megatraveller that | discussed in the last issue. Marc Miller has definitely left GDW 
as an active designer. | believe that he is still retaining his ownership in GDW. Time will only tell 


us what effect this will have on the company. 


In the future | doubt that we will see any more MegaTraveller products out of DGP because of 
their dedication to producing their own RPG system. The quality of their products are going to 


be missed dearly, considering they breathed new life into a dead horse. 


The Domain of Deneb headed by ArchDuke Norris has weathered the Rebellion period rather 
well. With Corridor sector closed by a semi-stable Vargr empire, the Domain has been saved 
from the ravages of the conflict in the heart of the Imperium. Various DGP products show how 
Norris has pushed the Vargr and Aslan out of the Spinward and Deneb regions. His clever mix 


of military and diplomatic methods has proven quite effective. 


An interesting debate has been raging on the question of who was responsible for the fall of 
the First Imperium. Traditionalists firmly hold to the view that the Terran Confederation was the 
prime cause of the downfall. Some radicals hold that the Vargr to coreward are to be blamed 
for the downfall. This has proven to be a debate that has been hard to resolve. | don't debate 
the Vargr raider's effects on the coreward fringes of the Vilani empire. What seems interesting 
is that during the Second Imperium, the Vargr still had very little large scale effects on the empire. 
When the long night occurred the Vargr themselves also crashed. They obviously weren't strong 
or organised enough to swarm a crumbled empire. When their source of plunder hit a recession 
so did the Vargr raiders. Of course the effects on interstellar trade also affected the Varegr. I'll 
leave my comments at that on this debate. | know that people such as Dillon Burke would love 


debating this subject. How about it Dillon? 
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Dark Horse Comics has recently started a new series of Star Wars comics. The setting is several 
years after Return Of The Jedi and includes all the original characters fighting it out with what 
remains of the empire. In the first issue the explanation text at the back included a formal thank 
you to West End Games for their help in providing the background info for the comics. For those 
of you who are playing the Star Wars RPG you might find these comics rather helpful for campaign 


material. This comic series is available from VMS Comics here in Wellington. 


Top Mark Games a small software development team has recently hit the play by mail scene. 
They have previously worked on computer utilities and arcade style games. Their first PBM game 
will be released in the next few weeks (probably by the time you read this article). Their first 
PBM is called DEMI GOD. The players take the roll of Demi Gods as they direct their people and 
struggle with their peers to control the world. The one Demi God who wins will be elevated to 
the status of Lesser God within the Pantheon of the Gods. The manna abilities of Demi Gods 


are highly detailed and the player return sheets include icon driven graphical maps. 


If you would like to enquire about Demi God, write to: 


Demi God 

Top Mark Games 
P.O.Box 27-025 
Wellington 


New Zealand 


Looking at issue #21 of GDD provided a good look at several sci-fi articles that are highly 
interesting. It is good to see some people putting the effort in to bring the sci-fi content of the 
magazine up to the standard of the fantasy content. Nice to see some stuff about my favourite 


American system, MegaTraveller. 


The format of this column has been changed to fit in with the rest of the magazine. This column 
isn't done through the normal GDD publishing system, so it has taken some time getting 


everything straightened out. 


Well that ends another issue. See you all next issue. 


Meshan Saga No. 13 ISSN 1174-8710 (Print) ISSN 2816-1041 (PDF/Online) Page 11 


THE =AARTIRN KAT 


From Issue 23, April 1992 


Welcome to the third instalment of my regular column. This is becoming a habit with me not to 


mention a new record for doing something consistently for more than two issues of GDD. 


| noticed in issue 22’s letter section Paul Ridgeway of HIWG North Island made the comment 
that DGP’s Solomani and Aslan alien module has been released. | am fully aware of this fact 
Paul. The reason why | have not mentioned it is that these columns are written several weeks 
in advance of the sales release of the issue that it appears in. Obviously this presents a problem 
with publishing up to date information. | apologise for this time delay, but I'm at least trying to 


keep the magazine updated. 


| am certainly pleased that DGP has decided to release Solomani & Aslan. It will definitely be 
packed with info and presented in the excellent quality manner | have come to expect from DGP. 
| recommend this product to any MegatTraveller enthusiasts. It however won't be available in 
the shops in this country. Fortunately Richard Bool, the head of HIWG NZ is direct ordering copies 


of it. If you want a copy contact Richard. His contact address is listed in issue #21 of GDD. 


This new product will help answer many questions concerning the Aslan. For instance how has 
Archduke Norris managed to deal with the ihatei of the Aslan New Lords backed by the Aokhalte 
faction of the Tlaukhu? The Aokhalte and its allies desperately need new land to relieve their 
overpopulation problems. This has led it into direct competition with the Ikhtealyo bloc that has 
vast trade relations with the imperium which it relies on. Negotiations have failed and war seems 
to hang in the air. Bitter warfare between various factions in the Aslan Hierate has been looming 
on the horizon as the rate of expansion slows down and the Aslan people become crowded. 
The Hierate contains some of the most populated worlds in known space, which is not particularly 


healthy considering the Aslan psych. 
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Well things certainly look interesting in the Solomani Confederation. In DGPs Digest #19 | found 
an interesting article on a special session of the Confederation Secretariat in 1117. During this 
session Joshua Dahvin, Minister of Economics made various remarks concerning the original 
Confederation charter, internal repression, racial equality, individual rights and caution concerning 
absorption of the Imperium beyond the bounds of the Solomani Sphere. He represents the 
Reform Movement within the Confederation which has been calling for change as SolSec's power 
has grown in recent years. The fact that Minister Dahvin was nearly assassinated in late 1117 


points to the degree of tension that is growing within the Confederation. 


At least Solomani & Aslan will provide some more answers. | believe Dillon Burke will be reviewing 


it in a later issue of GDD. | look forward to this. 


The growing tensions in both the Hierate and the Confederation will probably result in internal 
warfare as their economies go through a downturn because of loss of trade with the Imperium 
due to it's collapse. | suspect that the Aslan and Solomani will probably go through a partial 


collapse. Well, lets wait and see. 


In lastissues editorial, Steve mentioned the problem of buying every product released for systems 
you are interested in. The obvious method to save money and get all the products is to form a 
group which spilt the buying and share the various materials around, just like a normal regular 
gaming group. If this doesn't work then try and be selective like limiting yourself to one gaming 
system. But beware. | limited myself to just MegaTraveller and | ended up spending $7000. Even 
if you limit yourself to a single system try and focus on a specific interest area within the system. 
Will you even use all those products that you purchase? Be especially critical before you purchase. 
If you are only a player and not a GM (or DM) then you will not require tons of material to enjoy 
the game. After all, you're playing these games for enjoyment not collecting. If you are collecting 
for some reason such as future financial value then that is a firm commitment on your part for 
good or ill. There are probably other solutions to this situation, but I'll leave that up to other 


people to suggest. 
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Eriol Games is starting NUKE "The Fourth War" shortly. There are 10 places left currently so be 
in quick. |recommend NUKE as a decent nuclear war PBM with moderate complexity and excellent 


game play. 


NUKE ERIOL GAMES 
24 Hapua Road 
Hataitai 


Wellington 6003 
or phone Peter Noble on 04-386-2609 


Peter is also in the process of putting together Homeworld, a futuristic space colony and conquest 


game. I'll tell you more about this after I've had a crack at the play test. 


This issue’s quote is "Anyone who predicts the future is inevitably a fool", which includes me! 


See you all next issue. 


Martin Rait 
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THE = AARTIIRN RAT 


From Issue 24, May 1992 


| wish to to apologise to Dillon Burke, as | received a letter almost a month before writing this 
issues column. Unfortunately Dillon the turn around time for contributions such as this to GDD 
take a considerable amount of time. Anyway Dillon has responded to my earlier discussion of 


the Vargr question relating to the fall of the First Imperium. Below is his letter. 


Dear Martin 


The best reason that | can give for the Vargr not swarming the crumbling empire is population. 
There is just no way that an alien race like the Vargr can absorb sectors full of humans. Not that 
this did not stop them from trying. Humans on the other hand are quite capable of doing this 


too each other. 


The Vargr did manage to gain control of the Corridor, Meshan, and Amdukan Sectors of the First 
Imperium. The Mendan Sector was taken during The Rule of Man. The Corridor sector was 
reabsorbed into the Third Imperium following the Vargr Campaigns (220-348). This was part of 
a wave of settlement, attracted by the wealth to be found on this side of the Windhorn Rift, the 


Vargr could never have gained long term influence, rather than say "control" is quite 


The Vargr never considered trading with the Vilani. It was easier to steal it and sell it on the Ziru 
Sirka black market. The collapse of the Ramshackle Empire is unlikely to have affected Vargr 
trade because it rarely operated above the Sector level anyway. | would dispute the existence 
of a "plunder recession". Vargr Corsair bands raided human space with impunity for over 700 


years, culminating in the Sack of Gashikan in -1658. 


During the Rebellion, Vargr have gained control of Corridor Sector and Lishun Sector. | suspect 
they are there to stay for the immediate future. Given past patterns other Vargr will be migrating 
into these areas at a rapid pace. It is worth remembering too that at one stage Archduke Brk's 


ships were only nine parsecs away from Capital in the Core Sector. 
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Much as | like Vargr they are incapable of being able to create an Empire which has as much 
central authority as the Third Imperium. They can create long lasting states, for example The 
Empire of Varroerth was founded in 26 and looks set to beat the Third Imperium for length of 
duration. It still includes worlds from 11 different sectors. However Emperor Varroerth XLVII is 


only a figurehead, actual power lies with twenty regional governors. 


| hope there are a few useful comments in here 


Dillon Burke 


lam rather pleased that someone has backed their opinion with some solid facts and concrete 
reasoning. My own opinion doesn't differ a great deal to that of Dillon's concerning Vargr in 
general, but the main question | raised has not been answered. Why did the First Imperium fall? 
Was it due to the static, degenerating Vilani social structure, or the Vargr raiding, or the Solomani 
(Terran!) conquests? All of these are obviously to blame, but which is the most responsible? In 
my opinion the internal Vilani difficulties combined with the immense pressure applied from 
the Terran Confederation outside caused the first empire's collapse. | agree that the Vargr had 
a profound effect, but not the one that decided the first empire's final fate. If Dillon would provide 


an answer to these particular questions, this issue can be finalised for the readers consumption. 


| have been totally blown away with the content of the last issue. | couldn't believe my own eyes 
when | discovered four separate contributions relating to the Traveller universe in general. Good 


on you guys. And don't forget to keep it up. 


Top Mark Games are starting a new promotion for their Play by mail game called DemiGod. 
Because of the poor response they are offering two free turns to anyone applying to play the 
game before the 25th of June, and one free turn to those who apply before the 25th of July. So 
| suggest you get in quick. Their startup costs including the first turn is $6.00, with each successive 


turns costing $3.00 each. 


Top Mark Games P.O.Box 27-025 Wellington New Zealand 
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Fax (04) 801-6164 


Is anyone interested in establishing a Wellington Traveller(MegaTraveller) club? | know that there 
are a fair few of you out there in the region who are still involved. | can probably count about 
40 off the top of my head. My idea was to set up a monthly get together to exchange ideas, meet 
new people and "Travel" a bit. Information and support could also be provided by HIWG NZ, 


considering ther are three of us here in Wellington at the moment, and soon to be more. 


Group orders of products could also be arranged from overseas as well. Anyway it's only an 
idea. If you are interested, drop me a line care of GDD, PO Box 11-861, Wellington. Even if you 
are not interested, get in contact with me anyway as I'm interested in meeting those still involved 


with the system in the region. 
Just remember one thing. "I'll be back!". 


Martin Rait 
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THE =AARTIRN KAT 


From Issue 25, June 1992 


Everything is hectic at this time of year, and at last has affected this column. | have a backlog of 
30 pages of material for this column that | will not be able to process for this issue. So for next 
issue | intend to finish of the discussion about the downfall of the Vilani empire due to Vargr 
and Solomani influences. Dillon Burke has provided me with facts and his opinions to clarify his 


position. 


Recently | received a rather large shock when flipping through the latest Challenge magazines 
at Mind Games. | discovered that | had missed heaps of choice material for MT (MegaTraveller). 
| haven't been following Challenge since | stopped GMing MT. Now that I'm in HIWG and playing 
Traveller again I'm looking at the material all over again. So I've ended up missing the various 


articles on Wet Naval design, which is a no-no, especially for a designer-holic such as my self. 


Many people in this country have given up on the Traveller universe (and the game to boot) 
because of the lack of material available for purchase. This indeed is quite true, but | believe 


people are ignoring two major sources of material that locals can get hold of. 


Firstly, Challenge magazine is great, with a variety to suit all tastes. The other source is the History 
of the Imperium Working Group. We have hundreds of documents detailing everything you ever 
wanted. Many of these documents may never become official, but they will provide you with 


material that you can use for your own campaigns etc. 


Yes, HIWG does exist here in Wellington (not to mention in other parts of the country) with four 
current members, and with several other individuals interested in joining. The four of us are 
involved in a development project of the Yiklerdanzh Sector (spinward of the Spinward Marches 
on the Zhodani Consulate's rimward border) in combination with other individuals in NZ and 


Australia. 
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If you wanted a campaign area to use along with the developers to discuss things with, then 
look no further than your own city (or country depending on where you are). Six subsectors 
within the Sector are being developed right here in Wellington, which could give you areasonable 


campaign area. 


Feedback from those who are using our material might even be included in developing the future 
events for the region. I, myself am developing two of the subsectors. These subsectors are Stotatl 
Subsector (Jj) and Storm Subsector (N). These two areas have a wide variety ranging from 
uninhabited backwaters to highly developed systems with a melange of races, peoples, and 


cultures. 


If you have any interest in these developments and want further information, either write to me 


care of GDD or contact me more directly through P O Box 27 025 Wellington. 


I'll leave it at that, with the hope that for next issue I'll finally get my act sorted out. 
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THE = AARTIIKRN RAT 


From Issue 26, Spring 1992 
To start with | would like to finally wrap up the issue of the downfall of the First Imperium. 


Modern Solomani see their ancestors as being amazed, bewildered, and frightened by the 
massive Vilani empire, during the early years of contact. Dillon Burke interprets this as the reason 
they attacked, because they were frightened. | tend to agree with him on this issue. The Vilani 
style of government combined with a stagnant society saw Solomani conquests welcomed by 


outlying systems within the empire. 
Vargr started raiding the empire as soon as they came into contact with it. 


Some of the Vilani provincial governors such as Tazzik Kuluunaddar saw the Vargr as a viable 
option to use as military forces in a bid for personal power. This and other endeavours failed 
and the Vargr raided further into the empire, now realising the riches that lay further into the 
empire. The Vargr definitely agree with the Solomani that the empire was stagnant, weak and 
decadent. The Vargr benefitted greatly by plundering the empire. Firstly they gained technology 
and goods for themselves. By selling a large part of their loot on the empire's black market they 
gained more than by keeping human goods. This resale to the black market may have undermined 
fragile frontier industries who had to compete with the cheaper black market goods. Finally, 


Dillon points out the Vargr obsession with the lower charisma of humans. 


The Vilani considered the Vargr as a race of barbarians who pillaged the civilised regions of their 
empire. The Vilani themselves give no credit to the Vargr for helping to crash the empire. The 
Vilani blame the Solomani for the start of the Interstellar Wars. Dillon thinks they were too smug 
in pinning the blame on the Solomani. The Vilani were just too arrogant to realise they were 


vulnerable to defeat. 


It is not surprising that the Vargr absorbed so many sectors of the empire right into the Long 
Night. The Solomani never radically changed the empire, except by making it a fraction weaker, 


in their complete ignorance to their actions. 
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What is clear then, is that all three parties are to blame. Only xenophobic reactions keep each 


party from realising the truth. 


Yet again Mind Games had some more interesting things for MegaTraveller. Three more issues 
of Challenge appeared, one of which contained an article on Jewell subsector by David Schneider 
the coordinator for the Yiklerdanzh project in New Zealand and Australia. That article makes 
very interesting reading. Operation: Vigilante from GDW is a mercenary scenario for MegaTraveller 
which includes a new subsector in Lishun sector which is war torn due to Vargr raiders during 
the Rebellion. All | can say is jump to it, those of you who have been yearning for new material 


for your campaigns. 


Well I'm glad that some useful scenarios have turned up in the pages of GDD. It makes a change 
from morons like me filling up the issue with droning about stuff that may be totally useless to 


you. At least a scenario can be modified for your own use. 


So on that note, | intend to motivate some of our local HIWG members (including myself) to 
contribute a scenario or two involving some aspect of our developments for the Yiklerdanzh 


project. Hopefully no one objects. 


Finally | got around to reading Tolkien's Lord of The Rings, and totally enjoyed the series. Now 
I've finally seen the material on which AD&D was based on. All | can say is that TSR have certainly 
ruined some of the original concepts which Tolkien put together. Does anybody out there want 
to comment on how close Middle Earth Roleplaying is to the original works by Tolkien? I'd be 


very interested to know, since I've never had a decent look at MERP. 


Well that ends another issue. | wonder what's going turn up in Mind Games that's interesting 


before the next issue. 
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THE =AARTIRN RAT 


Planned for issue 27 which never launched 


It's been months since | wrote the last column for GDD. Since then much has happened in the 
gaming world. To start with GDD is going through some major changes, which | hope will benefit 
all it's readers. I'm going to try and promote the magazine in Australia again. The last time | did 
this | was buying three extra copies of every issue and shipping it to interested groups in Aussie. 
However interest has dropped, forcing me to try another sales push. You might ask why | do 
such things. | feel that for the good of the magazine, the dedicated readers of this magazine 


should promote it, even overseas. 


The Wellington Games Forum seems to have taken a bit of a nose dive since the loss of the Bond 
Street Inn as avenue. | hope that this picks up in the New Year as some members of the Wizard's 
Council, the largest gaming group in Melbourne will be appearing in January to have a look 


around the gaming scene here in Wellington. 


Mind Games is finally up to Challenge 65, but new MegatTraveller products such as the Hard 
Times Sourcebook have yet to be seen. Challenge 64 gives the first details of the final fall of the 
Imperial and Solomani regions into smoking ruins. Essentially an Artificially Intelligent predator 
chip produced from natural chip stock on Cymbeline (see the old Traveller adventure: Signal 
Gk). This predator chip spreads through starship transponders which contain communication 
engineered natural chips. The predator chips tell the commo chips to change themselves into 
predators and wreak havoc. The spreading predators have been likened to viruses. | won't go 
into the exact details, but the Solomani Confederation and the factions of the Imperium are 
completely wiped out. The Hivers just survive using their superior electronic and computer 
technology. Details are not that clear on the Vargr, Aslan or K'Kree, but it appears those territories 


close the Imperium also suffer the same fate as the Imperium. 


On the bright side the Domain of Deneb manages to survive by developing 'disinfectant' procedures 
and ‘anti virus' technology with their advanced computer and robotic institutes such as those 


on Rhylanor. The Zhodani are intact, Deneb having stopped the problem. 
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This whole cleansing of the Traveller universe allows for a fresh start in many areas, putting the 
mystery, exploration and danger back into the game. The New Era is set 70 odd years after Hard 
Times as a few worlds in the old Imperial region return to starfaring with the help of some Hiver 


technicians in a bid to counteract the rise of xenophobic human worlds. 


The Domain of Deneb survives but only by agreeing with the Zhodani not to absorb any territory 
to spinward of the Domain. The Zhodani mount their next Core Expedition. But not all is going 
to be sweet for them, as problems start appearing from Core. All in all, | believe that the setting 
of the New Era will achieve GDW's new aims, not to mention providing a new adventuring 


environment in the old Imperium. 


Traveller The New Era is a new rule system for the game as well, which is based on the system 
in Twilight 2000 2nd Edition, Merc 2000 and Dark Conspiracy. These rules are inhouse unlike 
Megatraveller which was developed by Digest Group Publications. We are likely to see a lot 


more support than previously for MegaTraveller. 


Other developments for the Traveller universe are proceeding quite nicely. The MegaTraveller 
scenario featured in this issue is the first in a series which introduces some of the Worlds, 


Personalities and organisations in the Wyld Worlds subsector. 


My own Federation Roleplaying Game is back into to full swing with the Second Edition Rulebook 
due out by the end of December. Two campaigns are currently being run for the game, one here 
in Wellington, and the other in Melbourne which is played by mail. A second campaign will 
hopefully be established in Wellington before the end of the year. Late January next year marks 
the Second Anniversary of the system, which no doubt will end up a fairly big affair amongst 
those of us who've been involved with it. Some people have suggested that | should think about 
demonstrating the system at some gaming convention. If anyone has some info on a convention, 
please let me know. If you want to get involved with FED, or just want to ask some questions, 


ring me on (04) 475-9025 or write to P O Box 27-025 Wellington. 


Next issue I'll outline the proposals for the troubles the Zhodani may encounter, not to mention 


updating you on GDW's plans for Traveller. 
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Look out for Philip Warne’s Traveller titles 


TNEOO8 


Supplement M11 
Meshan Sector 


Anglir in The New Era 


History of The Imperium Working Group 
New Zealand 


FSpace Publications 


TNEOO7 


Supplement M10 
Meshan Sector 


Serkur in The New Era 


History of The Imperium Working Group 
New Zealand 


FSpace Publications 


TNEO06 


Supplement M9 
Meshan Sector 
Ironside in The New Era 


History of The Imperium Working Group 


New Zealand 


FSpace Publications 


TNEO05 


Supplement M8 
Meshan Sector 


Tibushi in The New Era 


History of The Imperium Working Group 


New Zealand 


FSpace Publications 


Visit www.fspacerpg.com for more details on where to obtain these. 
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Look out for our other Traveller related titles 


TNEO03 


Special Supplement M1 
Virus Discussion 
in The New Era 


History of The Imperium Working Group 
Science Fiction Adventure 
in the Far Future 


FSpace Publications 


Supplement M3 


Merchants & Corsairs 


New Zealand 


TNEOO4 


Supplement M7 
Meshan Developer 


Maps in The New Era 


History of The Imperium Working Group 
New Zealand 


FSpace Publications 


cT002 


Supplement M2 
Meshan Sector 


Library Data 


History of The Imperium Working Group 
New Zealand 


FSpace Publications 


Visit www.fspacerpg.com for more details on where to obtain these. 
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Look out for our other Traveller compatible titles written by Philip Warnes 


Far fonder: as ee 


‘Rhodora 


Generic world profile: 


Far promters: ngs 


onside 


> Generic world prfile ‘ a 


sie yebs TF 


Generic world ‘profile: 


peanciers: . os 
il: & Tempest 


: Goneleword oes 


ar 


Ei 


Far Preneers: oe : 


FSpace Publications presents 


Far Encounters: 


_ Vanity Rose yacht | 


* Starship profile uitable for tabletop.gaming _ 
Indudes ante ae SB FSpaceRPG |. 


ee 


Visit www.fspacerpg.com for more details or 
buy online at www.drivethrurpg.com/index.php?manufacturers_id=2131 
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‘eraerfon 


Far Frontiers 


Tibushi 


Generic world profile 


Far Encounters 


Micrond Staryards 
Ship Compendium f 


Starship profiles suitable for use with Cepheu: 


Far frontiers: ne 


Generic world pea. 
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Look out for our starship & vehicle miniatures, now available on Shapeways 
in various material options. 


Visit www.fspacerpg.com for more details or 


buy online at https://www.shapeways.com/shops/fspacerpg 
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To find out more about Traveller topics visit our website. 


at ravecenre Home Search Browse New Products Developers Contact Submit 


Welcome to the FSpace Publications website Search 
Our titles are Diw Vera | 
available at; A/tVemn run 


Welcome to FSpaceRPG 


POSTED BY MARTIN RAIT 


DEC - 20-2015 


FSpaceRPG is the home of FSpace Publications, created back in 1991 to take 


Meta Search 


a homebake roleplaying game and take a crack at going commercial. 


The product went commercial in the late 1990s domestically and has slowly 


expanded. 


We also publish material for generic gaming purposes, and have other games Recent Articles 


coming. We've delivered our games mainly as ebooks, but also have a 


i ; ; , ‘ 41 South - Announcement 
number of mobile apps available to assist your gaming, whether with our 


games or others. iOS 16 and our apps 
eye iaeavi ; ; ; ; Farewell to the Queen 
This site provides information about our products, but is mainly aimed at Q 


providing support information, news and views. If you'd like to participate in "he Meshan Saga makes a comeback 


some way, get hold us via our contact form. Credits 


Beervana 2022 
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